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ABSTRACT
In the 20th century, English played an important role in international communication as
an international language. English is a bridge between countries' economies, cultures, and trade.
However, current English education in Chinese high schools is still test-oriented which is
ineffective, and students are tired of it. Moreover, teachers also have trouble engaging students in
the class. The purpose of this project is to create a curriculum for high school English teachers in
China to use games to teach English language skills. Krashen’s (1982) Theory of Second
Language Acquisition contains five main hypotheses which support this project. The project
includes twenty-three activities to improve students’ five language skills: vocabulary, listening,
reading, speaking, and writing.
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CHAPTER I
INTRODUCTION
Statement of the Problem
As a future English language educator in China, I received my education in China until I
finished my bachelor’s degree. During my high school life, English was one of the most
important subjects. At that time, my English teacher taught us by using grammar-translation.
The cycle of learning English was memorizing the Chinese translation of the vocabulary, reading
articles, translating articles, analyzing the grammar in the articles, and doing written exercises.
The most horrible thing was that when we were in 12th grade, the main goal of our study was to
pass the National College Entrance Examination (NCEE) which is a Chinese national official test
system designed for selecting regular qualified high school graduates and the testers who have
the equal learning ability for the colleges. Thus, the learning during my 12th grade was a testoriented study. That the things we did every day were doing a mountain of exercises and
listening to the teachers’ explanation, which made me feel the classes in high school was very
boring. There was only the teacher’s voice in the classroom; all the students looked down at the
book or the exercises on paper; students only could talk when the teacher asked them to answer
questions. Many of my classmates could not pay attention to the teacher’s talking for a long time,
thus, they often missed the knowledge the teacher taught and couldn’t answer the posed
questions. Some of them even did other things, such as read magazines, play on their phones, or
read novels, all of which were irrelevant to the class. Students’ engagement of the class was a
significant problem in my high school English class. On the other hand, from the teacher’s point
of view, students not listening to her carefully gave her a headache. She always was mad at the
distracted students, punished them or yelled to the class because of students’ disrespectful
attitudes and behaviors. I assume that the cause of the problem was not only the students but also
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the traditional teaching method, grammar-translation. Changing the teaching method could
possibly improve the situation.
As we all know, in the 20th century, English played an important role in international
communication as an international language. English is a bridge between countries' economic,
cultural, and trade. In many countries around the world, English education has been given high
priority. China, as a country that tries to develop with other countries and strives to develop, it is
necessary to building the policy to enhance the level of English proficiency and capability (Sun,
et al., 2017). To some extent, the greatest booster of English learning movement was that the
government reformed the education policy to maintain English as a main subject in the NCEE
(Sun, et al., 2017). Undoubtedly, English education is paid much attention among the high
schools all over the country in order to enhance their rate of admission of universities. Chinese
high school education can be seen as a test-oriented education, the center of the entire high
school education is how to let students pass NCEE, teachers using grammar-translation method
to teach English and students struggling with a mountain of dumbfounded excises. Research by
Joong and Yee (2012), currently in Chinese secondary school teachers still dominates most
classrooms and class work, homework, and tests are still the most popular methods to evaluate
students’ proficiency. The research also argues that multiple reasons including Internet and
computer games, effective activity-based learning and group work strategies, and single-child
policy with six parents/grandparents for a child, bring about students’ low motivation and
discipline problems. New modes of teaching and new transitioning situations are required for
improving the current classroom discipline situation (Joong & Yee, 2012).
In conclusion, according to my own high school English learning experiences and the
research did before, there are two main problems being pointed out: First, simple and traditional
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teaching approaches, which bring about the boredom to the students, make students hard to be
engaged in the class well and focus on the class for a long time. In this kind of situation, it is
very easy for students to lose their interest and motivation in learning. Second, old teaching
modes that usually are boring to students, also bring the problem of classroom management.
Being tired of learning, students are very likely to do some irrelevant things in the class, which
has teachers have the trouble to manage the classroom.

Purpose of the Project
The main purpose of this project is to create a curriculum for high school English
teachers in China to use games to teach English language skills. The main audience for the
curriculum is English language teachers (ELTs) working with high school students in China. As
I mentioned above, the issues of this project are trying to address are the problems of students’
class engagement and classroom discipline. According to the research by Anyaegbu, Ting, and
Li (2012), in the traditional classroom, students feel passive, low motivated, and engaged.
Moreover, the traditional class that uses tests, class work, homework, and exam most often
results in boredom and lack of interest of students’ learning, which can be the course of the
discipline problem. Actually, some students in Chinese Secondary School already claimed that
the behaviors of their classmates made it difficult for them to study (Joong & Yee, 2012). As we
all know, enjoyment and fun, which are the games’ attributes, should be an important part of
learning process since they can make learners more relaxed and motivated while learning a new
skill (Bisson, C. & Luckner, J., 1996). Using games in the English classroom, students will be
more interested and engaged in the English classroom, which can greatly improve the learning
efficiency. An interest that has the ability to promote students’ positive feelings and curiosity can
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boost students’ attention, effort, and recall while studying (Hidi & Renninger, 2006). Besides, it
also provides a student-centered classroom, which supports students to have certain autonomous
control over their own learning process, so that students may be encouraged to speak in a more
relaxing and learning environment that may help the engagement of students be enhanced. In my
point of view, students’ engagement enhanced will give rise to a decrease of the discipline
problem. One of the results of the discipline problem is that students feeling bored and passive in
a teacher-dominated classroom (Anyaegbu, Ting, & Li, 2012). Once students being the
dominator of the class and enjoy the class, all the requirement of the language learning from
students will become autonomous. Thus, teaching English through games can achieve this goal.
While playing games, the gamers, students, are the dominators; and in order to succeed in the
games, they will be very willing to ask questions when they meet problems during the period.
Considering my own learning experience in China that learning at high school was the most
boring during my whole learning life and adolescents easily getting bored and being distracted
from learning (Mongillo, 2008). Therefore, the level of this project is focused on secondary
school students. I hope my project can help secondary school students be engaged in their
English class better, and learn in a more relaxing and happier environment. Also, this project can
assist teachers to manage their classroom more efficiently by using games to attract students’
attention. In other words, both students and teachers are suffering from the traditional and
teacher-directed teaching method. In order to achieve these goals, this project will provide some
games, such as warm-up games and knowledge review games, integrating single or multiple
language skills. At the same time, teachers should prepare the related resources or materials that
are needed in the game by themselves.
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Theoretical Framework
This field project is influenced by Krashen’s (1982) Theory of Second Language
Acquisition which contains five main hypotheses. This project is mainly supported by one of the
hypotheses, the Affective Filter Hypothesis. The Affective filter hypothesis states that the
success of second language acquisition is related to the affective factors. There are several
affective variables were referred by Stephen Krashen (1981): Motivation, Self-confidence, and
Anxiety. Krashen claims that the acquirers who have high motivation, self-confidence, and low
anxiety, which means low affective filter, are more likely to succeed in second language
acquisition. On the other hand, the acquirers who have low motivation, self-confidence, and high
anxiety are more difficult to succeed in second language acquisition. In the second situation,
acquirers raise their affective filter and prevent the input from being used for language
acquisition.
In 2000, Brown refers that affective factors, Self-Esteem, Attribution, willingness to
Communicate (WTC), Inhibition, Risk Taking, Anxiety, Empathy, Extroversion, and Motivation,
influence second language acquisition. In Brown’s (2000) book, he states that learners who have
high self-efficacy, which means learners who feel they have the capability to achieve the goals,
can be successful under an appropriate degree of effort. Even if they fail, they would be more
likely to attribute it to not enough effort made. On the contrary, learners who have low selfefficacy may easily attribute their failure to the external factors. Besides, Brown (2000) pointed
out that not all anxiety has a negative effect on students’ language acquisition. Actually, a little
anxiety in the process is a good thing for learning. Thus, teachers should have the ability to
recognize if the anxiety is truly harmed for their learners. There are three perspectives of
motivation in Brown’s (2000) opinion, behavioral perspective, cognitive perspective, and
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constructivist perspective. Students are motivated because they gain reward form learning. They
fulfill the satisfaction of learning and they can meet the needs of using in the real world.
Moreover, students should be motivated in both extrinsic and intrinsic ways. In other words,
students are motivated to learn the second language due to their own self-perceived needs and
the external rewards from someone else.
Currently, some new researchers prove Krashen’s Affective filter hypothesis. Lin (2005)
and Mehmood (2018) used both qualitative and quantitative methods to test Krashen’s Affective
filter hypothesis. These two studies’ participants of their studies who were university students in
Taiwan and Saudi Arabia were asked to take a pre-test and a post-test to find out the
effectiveness of the hypothesis. Lin (2005) applied activities and pedagogies related to Affective
filter hypothesis, involving with music, films, games, and songs. According to the results of
interview and questionnaire, students held their positive attitudes to the updated pedagogy. Most
of them thought they felt relaxed, their embarrassment reduced, and their motivation stimulated.
As reported by the comparison of their pre-test and post-test, a motivating atmosphere do help
students learn more efficiently. The same outcome occurred in Mehmood’s (2018) study as well.
Mehmood (2018) focused on whether the classroom environment influences learners’ motivation.
Mehmood (2018) finds that Saudi EFL acquirers’ learning efficiency was influenced by their
affective factors. When they had low self-confidence, low motivation, and high anxiety, they will
block the input to be used for language acquisition. Besides, from the result of the post-test,
changing classroom environment indeed boosted learners’ feeling and then improved their
learning result.
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Significance of the Project
Right Now, I am volunteering in a Chinese Language Teaching Center as a teacher
assistant. In that class, the teacher uses games to teach students whose age range from 6-15 years
old. I found that no matter how old the students were, they became alive and devoted when they
played games. During that period, students were more likely to use Chinese while they did not
realize that they were learning at that time, but only enjoyed the game at the moment. To be
honest, as an adult, I was attracted to the class, too, feeling fun and interested in the class. Thus,
when I was thinking about how to help Chinese secondary school English teachers and students
teach and learn English, I assumed that playing games might be a good choice.
By teaching English through games, students will become the center of the class, while
the teacher will become the facilitator, the monitor or the judgment (Alrayah & Hassan, 2018).
This type of classroom where students have autonomy guides their attitude and interest. In order
to proceed with the game, students will cooperate with their classmates and even interact with
teachers more when they are sucked by the problems (Anyaegbu, Ting, & Li，2012. On the
other hand, owning autonomy in the class can lower students’ anxiety and create a relaxing
learning atmosphere for students. Students do not have to be afraid of losing face when they ask
questions（Anyaegbu, Ting, & Li，2012）. Students who have limited skills and low-interest
may be encouraged to be engaged in the class in the more relaxing learning setting provided by
game-involved instruction (Mongillo, 2008). Moreover, many teachers referred that motivating
students was one of the most major obstacles they faced in the classroom (Al-Bulushi, & Al-Issa,
2017), however, games bring the enjoyment and amusement to the classroom, which increases
students’ interest and motivation to learn English. Research of Mongillo (2008), students’
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learning through games increased their interest and piqued their curiosity even though they did
not like the subject they were learning. Teaching English through games will stimulus students’
learning enthusiasm, promote their self-motivation, and improve the learning efficiency.
In China, a number of teachers have the issue of classroom discipline. Aggression and
punishment are the usual methods for them to manage the classroom. According to Lewis (2018),
making leisure activities in the class can also be a teacher’s coping strategy, which is called
Relaxation. Students see the games used in the classroom as fun and think it provides them
motivation and increases their participation in the class (Carlson, Harris & Harris, 2017). Once
the learning autonomy of students improved, the classroom management would not be a problem
for teachers. Comparing to the traditional classroom management strategies in China, games
sustain students’ attention, illuminate their enthusiasm of learning, and boost learning efficiency.
As a result, teaching English through multiple genres of games which can be recognized
a classroom management style, benefits both teachers and students by increasing the forms and
contents of the classroom, and eliminating students’ depression and distraction from
learning. This project helps students learn the language in a fun environment, which reduces
their boredom and stress of learning English. It also assists teachers who used traditional
teaching methods before to color their classroom and make them teach in an easier and efficient
way. Furthermore, when students have interest, autonomy, and motivation to learn, classroom
management will not be a problem for teachers.
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Limitations of the Project
There are three limitations to this project. The first limitation is that some games in this
project need to be facilitated by computers, the Internet, and projector, so teachers are required to
have basic knowledge of using these instruments.
The second limitation is that integrating games in the classroom may benefit the students
who are more outgoing, on the contrary, the students who are shy may need more time to be
engaged in the game. Teachers should pay a little more attention to these students.
The third limitation is that the games used in the project may not fit in the all students’
language levels. Thus, teachers should allocate teams reasonably, which means students at
different levels should be allocated evenly in each team, while they are doing cooperative
activities. So that no student would think they are outside of the class or the class is unnecessary.
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CHAPTER II
REVIEW OF THE LITERATURE
Introduction
This literature review emphasized the significance of using games in the ESL classroom
with three aspects: 1. Students’ attitudes towards using games in the classroom; 2. The role of
games on language learning; 3. The impact of the game using on the classroom management.
Gündüz, Taspinar, and Demis (2017) found that games not only play role of entertainment but
also provide students’ physical, emotional, social, cognitive (Anyaegbu, Ting & Li, 2012) and
language development which correspond to ‘Affective Development’, ‘Social Development’,
‘Cognitive Development’ and ‘Physical Development’. According to the research, students
thought that games made their interest and curiosity increase, and they felt enjoyable and fun at
the moment of learning. They argued that they liked learning through playing games that made
them have high motivation into study and lowered their anxiety of learning (Gündüz, Taspinar &
Demis, 2017; Mongillo, 2008; Anyaegbu, Ting & Li, 2012; Sharifi, Ghanizadeh & Jahedizadeh,
2017). Comparing to the traditional class where students usually acted as a passive role, students
attained autonomy to decide their own learning by games and did not need to be afraid of losing
face and getting punishment when they failed (Mongillo’s, 2008; Anyaegbu, Ting & Li, 2012) In
addition, the current research findings support the idea that by incorporating games into the
classes, students’ interest and enthusiasm became higher, and their attention was fully paid into
the classes (Dewi, Kultsum & Armadi, 2017). Games helped them build their confidence to join
in the lessons and cooperate with their classmates in a comfortable learning circumstance. Using
game assisted students to improve their multiple language skills, speaking, vocabulary ability,
etc. and integrated skills (Alrayah, 2018). Additionally, educational games played a significant
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role in enhancing students’ flow experience and self-regulation (Chen & Lee, 2018). Gameactivity also helped them learn communicative strategies which were practical when they had a
hard time to express themselves (Vazirabad’s, 2013). Comparing between the customized group
and uncustomized group, the former performed better in phase 2 than the latter. Moreover, the
students who were in a lower level made greater progress than those who were in a higher level.
In Hooshyar, Yousefi and Lim’s (2018) article, it noted that games which sought to provide
students individual learning plan would have a significant impact on children’s language learning.
The customized games would be more effective than those that were not customized. In the
aspect of classroom discipline, game integration indeed decreased students’ disruptive behaviors,
increased their engagement of the class, and was considered that was related to students’
achievement of success and value (Carlson, Harris & Harris, 2017; Floress, Rock & Hailemariam,
2017). Additionally, the usage of coping strategies in different countries was different and their
stress was different, too (Romi, Lewis & Roache’s, 2013).

Students’ Attitudes Towards Using Games in the Classroom
The ultimate target population of the curriculum is students. Therefore, knowing students’
thoughts toward game integration in the class is very significant. According to the literature I
read, most students hold a positive attitude towards using the game in the ESL classroom. They
argued that they liked learning through playing games that made them have fun, highly motivate
them into study, and improve their learning interest.
Gündüz, Taspinar, and Demis (2017) applied semi-conducted interview to collect 32
students’ perspectives of the game at two private and two public schools in Ankara. They found
that the game not only played the role of entertainment, but also provided students physical,
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emotional, social, cognitive, and language development. Students having fun and being excited
with their friends through playing games are very obvious benefits of playing. Besides, during
the period of playing games, they learned new rules and educated themselves, while they
strengthened their physical fitness. In the project, Gündüz, Taspinar, and Demis (2017) classified
these four benefits in four themes: ‘Affective Development’, ‘Social Development’, ‘Cognitive
Development’, and ‘Physical Development’.
In 2008, Mongillo's study focused on finding out how educational games influenced
students’ cognition and their perspectives. Four students (2 females and 4 male) who studied in
an ordinary ability seventh-grade classroom, from 12-14 years old, participated in the
study. Teacher and student interviews, observation, self-evaluation, and field notes were adopted
to collect data. Mongillo (2008) analyzed students’ attitudes towards participation in educational
games based on five aspects: Motivation, Interest, Relief from boredom, Fun, and an alternate
learning Approach. In general, the results of the interview reported that students hold a positive
perspective towards the role of educational games on learning scientific vocabulary and concepts.
From the five aspects, the following is that the participants stated their views on
educational games. 1. Motivation: According to the data, the majority of participants expressed
that the educational games motivated them to be involved in the classroom activities even though
the contents were based on scientific content and vocabulary. To students, scientific content was
very boring and obscure not to mention that there was a number of readings. Integrating games
into the class, students liked science more and looked forward to attending the class. One
participant mentioned that she do have fun when playing games but at the same time, she also
indeed learned something even if she did not realize it. Moreover, students also suggested that
compared to traditional teaching techniques and assessments, getting higher scores in games was
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more motivating. Some of the students reported that games alleviated their threat of failure was
one of the reasons that educational games increased their motivation. Games created a friendly
and relaxing environment where it could minimize students’ anxiety and nervousness, which the
traditional classroom can not achieve. 2. Interest: Some of the participants argued that their
interest and curiosity were stimulated by games and they felt excited and desired to win. 3. Relief
from boredom: Educational games made students be more engaged in the class and focused on
what they needed to learn where the flow experience took place. Participants expressed that
instead of being bored, they were stimulated and encouraged while playing games. They were
always awake and sustained their attention to the class, which the traditional teaching and
learning instruction failed. 4. Fun: Fun usually is not the word to describe school learning,
however, introducing games in the classroom, as students noted, learning becomes amusement or
enjoyment. All of the participants (6 of 6) restated that games were “a fun way to learn” and a
“fun thing to do”, and they enjoyed learning science more even if the majority of them (5 of 6)
referred that they did not like science subject. In addition, one of the participants suggested that
games benefited both students and teachers for the reason that she considered that teachers also
liked playing games and having fun. 5. An alternate learning Approach: Students suggested that
the game was an unconventional learning approach, which made them learn more
enthusiastically and willingly. Beyond that, when they played games, they usually did not realize
the learning process.
Mongillo (2008) stated that educational games provided positive affection and relaxed
atmosphere to students where they could feel ease to venture answers without the threat of
embarrassment in front of their peers.
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Similar findings were also determined by Anyaegbu, Ting, and Li (2012). Students in
their study reiterated that the game motivated them to learn English, gave their fun experience
while learning, let them feel free and less threatened, and provided them good learning
environment. The purpose of their study was to examine how Mingoville, an interactive serious
game, could help Chinese primary school ESL students increase their motivation and interest in
learning English. Two primary schools whose students both from low-income and high-income
families in Jiangsu, China participated in the study. Data was obtained from the interview of
students.
Anyaegbu, Ting, and Li (2012) concluded six ways that Mingoville encourages students’
learning desire. Similar to Mongillo’s (2008) study, motivation, fun, and interest were referred in
this study again. According to the results, Mingoville features, such as background music,
dictionary, and replaying voice, created students’ feelings of fun and satisfaction. Students
argued that they learned more and faster than did in the traditional classroom setting, which was
another reason that Mingoville gave their satisfaction. Comparing to the traditional class where
students usually acted as a passive role, students attained autonomy to decide their own learning
by Mingollive and did not need to be afraid of losing face and getting punishment when they
failed. Like the participants in Mongillo’s (2008) study, reward and encouragement were the
parts of motivation factors for students. When students did a good job, the program would mark
good or use supportive words to praise students, which built their confidence. Moreover, even if
students wrote the wrong answer, they still had chances to correct it. Instead they might be
scolded by teachers in the traditional classroom. The finding revealed that the rich learning
environment including vivid pictures and colorful backgrounds was one of the reasons students
appreciate Mingoville and were motivated by it. Furthermore, there are two more elements being
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pointed out by Anyaegbu, Ting, and Li (2012), cooperation ability and problem-solving ability.
Students expressed that Mingoville gave them opportunities to work with their peers. Some
students set up groups to work together, shared their ideas with each other and learned from one
another. Mingoville broke traditional class’s one-way mode, only teacher talking most of the
time, changed the passive position of students in the learning process and built up students’
ability of collaboration with others. In 2017, Al-Bulushi, and Al-Issa got the same conclusion in
their project. They applied two mirroring questionnaires to collect data among teachers and
students of three public schools in Arab. The data analysis showed that students approved
working in groups or pairs with a mean 4.17. Group work gave every learner a chance to use and
practice the language. Additionally, students can transfer their collaboration ability they learned
in the classroom to outside. One of the merits of Mingoville is that it has instructions to assist
students to solve problems. Although some problems in Mingoville were the difficulty for
students, the strategies offered by the program motivated students to fix them. Meanwhile,
students improved their problem-solving ability and confidence.
In the finds, some demotivating factors were also mentioned by few pupils. Fist, lack of
cultural identity on the game design. The program used flamingo as the tutorial, however, few of
the students reported that they liked other animals more and they thought flamingo was ugly.
Second, some student suggested that they did not like learning through games and the traditional
teaching was their preferred way to learn English. Third, few students thought that the game
content was too easy and they wanted more challenges.
Anyaegbu, Ting, and Li (2012) stated that if Mingoville or any other serious games
could be utilized in the ESL classroom, students’ motivation and interest could be highly aroused.
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Serious games facilitate students’ English language skills by improving their learning
environment, alleviating their anxiety and keeping their interest in a long period.
Al-Bulushi and Al-Issa (2017) investigated the affection of games in the Omani EFL
syllabus. The findings revealed that students had a positive attitude towards learning English
through games. Students indicated that while playing games, they must use more than one
language skills, which improved their integrated language skills. Same as the participants in
Mongillo’s (2008) project, students enjoyed learning English through games because they liked
to win. When talking about whether to use the first language to explain the game rules, students
reported that they inclined to get the instruction by English with a mean of 4.26. The author
argued that the reason for that possibly since students had the awareness or teachers preferred to
let students be exposed in the language as much as possible.
In the same year, Sharifi, Ghanizadeh, and Jahedizadeh (2017) applied quasi-experiment
and semi-structured interview to collect data in middle school. 51 students who participated in
the study, were divided into two groups, experimental group and control group. In the finds, after
utilizing simulation four perceptions of classroom activities (interest, challenge, choice, and joy),
the score of the experimental group displayed considerately higher than the one of the control
group. Students in the experimental group showed more interest and enthusiasm in class
activities due to the simulation implementation. In addition, the analysis of both qualitative and
quantitative data displayed that stimulation technique promoted the enjoyment, enhanced
motivation by making the class more appealing, lowered anxiety by reducing the fear of the
failure, and presented real-life scenarios. The simulation provided students autonomy to choose
and decide their own willingness, like the term of the project, rules, roles and so on. Besides,
simulation offered students certain challenges or problems which they need to meet or solve
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together. It made students become more engaged in the class and stimulated their enthusiasm to
overcome challenges, which means simulation plays a positive role in promoting students’
ability to solve problems. According to the interview, before the experiment started, all
interviewees had a high expectation to simulation and were afraid of that their integrated English
language skill could not go through the extended period of time. In the end, simulation changed
interviewees’ perspective of learning English from feeling fear to being highly desired.
To summary up, we can conclude that the majority of students considered that integrating
educational games in ESL classroom would bring a positive influence on their language
acquisition. They described games which increased their interest and motivation, and lowered
their affective barriers, as an innovative and fun way to learn. They had certain rights to decide
their learning process instead of obeying all the arrangements of teachers. During the period of
playing games, they not only improved their academic achievement but also improved their
cooperation ability and problem-solving ability by doing group or pair work with peers. These
showed that educational games could be implemented as an effective teaching technique.
The Role of Games on the Language Learning
From the literature above, we can see that students hold a positive perspective to games
using in class, however, later I wondered if games actually had a positive influence on language
learning. Then I read the following literature to unravel my doubts.
Alrayah (2018) carried out research to examine if the cooperative activities had the
effectiveness for promoting EFL acquirers’ speaking fluency. Alrayah (2018) applied the
descriptive approach, recorded interviews to obtain data and implemented the SPSS program as
the tool for statistical analysis. The researcher invited 48 first-year students who were divided
into the experimental group and the control group, in the Faculty of Education at Omdurman
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Islamic University, Sudan to participate in the study. The experimental group was instructed
through cooperative learning activities, including Three-Step-Interview, Think- Pair-Share,
Jigsaw, etc., for a month intending to improve their fluency.
In the finds, students in the control group did have a notable improvement in their fluency,
while the students in the experimental group students attained obvious progress. Especially in
these following abilities: (Alrayah, 2018) a. Express themselves freely; b. Interact consciously
with each; c. Avoid most of the affective barriers in the learning context; d. Build up confidence;
e. Show desire for further practice in spoken English; f. Avoid most types of hesitation; g. Feel
happy and comfortable since using the language smoothly.
The finding indicated that cooperative activities had the ability to promote learners’ oral
fluency. The author suggested that there were three factors causing the result: 1. Multiple
techniques are used in activities; 2. Valuable processes take place; 3. A continuous discussion is
involved. First of all, in order to communicate successfully to finish activities, many techniques
would be utilized in the process, a variety of vocabulary, expressions, and grammatical structures,
smooth speaking, effective communication, accurate pronunciation, and clear intonation.
Furthermore, interaction, active discussion, cooperation, participation, and good relationship,
that were significate processes happened during the activities. In the end, cooperative activities
gave learners opportunities to work together and be involved in the learning process and then
they would automatically initiate discussions and communications. In addition, among
cooperation activities teachers’ position was changed, from a dominator to a facilitator,
monitoring the performance of students and giving assistance when it was needed. In this
situation, teachers inclined to encourage students to solve problems by themselves and help each
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other. It is not hard to imagine that students can improve their oral fluency with this teaching
technique.
Chen and Lee (2018) determined that My-Pet-Shop, an educational game system,
contributed to enhance learners’ learning of English vocabularies by improving their flow
experience and learning self-regulation. This system was operated under an application-driven
model, which comprised of application scenario, subject learning, and learning regulation. 30
fourth-grade students participated in the study to demonstrate the influence of My-Pet-Shop on
students’ performance, flow, self-regulation, and behavior related to learning.
First of all, My-Pet-Shop assessed students’ applicability in various scenarios, and then
improved their consciousness of their current learning status by visual representation, and
stimulated them to progress. 1. Application scenario: The goal of applying scenarios was to
guide students to learn under certain situations. In the My-Pet-Shop, students acted as the “shop
manager” to satisfy customers’ requirements and interacted with them in different situations. 2.
Learning regulation: The three phases of regulation, forethought, performance, and selfreflection, were stressed that intended to enhance students’ awareness of self-regulation. 3.
Subject learning: Subject learning provided students more chances to be exposed to distributed
practice, where the materials were divided into different sessions. Distributed practice
emphasized students’ learning efforts over various sessions instead of one session. Additionally,
the subject matter other than rote memorization was more focused.
Chen and Lee (2018) conducted a quasi-experiment, a quiz game as the control group.
The results showed that the influence of these two systems for children’s vocabulary learning
from three aspects. 1. Performance: Both of the systems benefited children’s performance
improvement. As reported by further ANCOVA results, there were no compelling difference
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between the post-test scores of the two groups. That is to say, comparing to the other game, MyPet-Shop had no obvious advantage for students’ performance promotion. 2. Flow experience:
Goal clarify, Feedback, Autonomy, and Immersion were four of the measures of flow experience.
The finding revealed that My-pet-Shop had more contribution for enhancing students’ flow
experience. 3. Self-regulation: In terms of forethought and performance, My-Pet-Shop improved
children’s self-regulation better.
In My-Pet-Shop system, students needed to manage their pet shop by setting their goals,
monitoring the improvement and assessed the outcomes. Estimating the gap between their goals
and results was also required in the game, which decided their further learning direction and
effort made. The findings of this study indicated that the application driven contributed to
students’ flow experience, but did not have the same effect on students’ learning performance.
Clear goals and seasonable feedback became the crucial factors that facilitated students’ flow
experience with a balance between control and autonomy. Moreover, the findings also
demonstrated that the application-driven model was beneficial for students’ self-regulation
regarding the forethought and performance aspects. Application scenario and subject learning
acting as a bridge connected with other two components of the system, which made students
know about their current level and had a more reasonable study plan to follow up by
understanding their own strengths and weaknesses. Besides, students could more easily have the
awareness of their current status because the system that implemented color-coded report forms
and were related to the technique of information visualization, made students interpret data
conveniently. Finally, from these two conclusions, the author argued that the learning regulation
components had an important impact on students’ learning.
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In 2017, Dewi, Kultsum, and Armadi wanted to figure to whether communicative games
played a role in teaching speaking skill and how they caused the impact. Therefore, they
conducted research at junior high schools in Jakarta, Indonesia. Classroom Action Research
(CAR) was administered based on Kurt. L model. English teachers and 36 seventh grade students
participated in the study. The research was preceded with planning, acting, observing, and
reflecting, while for data collection, they utilized interview, observation, questionnaire, and test.
Except for the text, the other instruments were all applied for both teachers and students.
The data of observation implied that communicative games have both strengths and
weaknesses. The example taken in the paper was that at the beginning, the teacher had difficulty
in controlling the time management and discipline management, but after a while, it proceeded
smoothly. Similarly, students did not adjust to the new class mode. They looked confused and
had less confident to speak when they were asked. Furthermore, they still did not have the ability
and habit to express their opinions in terms of speaking skill and vocabulary skill. At the same
time, the researchers found out that students had limited motivation to play the games. The
analysis of the data of post questionnaire showed that communicative games could help students
achieve the success of speaking skill. Firstly, the mean score of the preliminary study, posttest 1
and posttest 2 were 60.42, 69.02 and 78.77. The percentages of passing the minimum score
criterion,75, of preliminary study, posttest 1 and posttest 2 were 13.9%, 41.7%, and 83.33%.
In conclusion, Dewi, Kultsum, and Armadi (2017) stated that communicative games as
an instruction method did have a positive influence on the achievement of students’
improvement of speaking skill. It aroused students’ interest, motivation, and engagement during
the period of learning.
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Vazirabad’s (2013) study aims to investigate the relationship between the implementation
of Communication Strategies(CS)-types, namely paraphrase, approximation, hesitation,
reduction, borrowed words and invented, and the influence of ESL students’ attitudes towards
CSs in a game-activity. The study observed interviewed teachers and intermediate-level English
learning students aged 18-24 years old from pre-sessional classes in the University of Essex，six
teachers and six students of which as the sample are interviewed. All of the teachers were
English native speaker and class tutors of the participated students, teaching pre-session classes
in University of Essex, however, they had different employment time from three years to twenty
years.
In terms of the results of students’ interview, it revealed that most of the students
preferred to avoid hesitation and learn new word rather than ignored the errors for achieving the
fluency. One of the students expressed that she believed the game-activity could achieve the goal
of fluency enhancement, however, if there were many speech errors in her speech, she would not
be confident to speak out and she would like to know what was the correct way better. Pausing
and asking teacher was a better approach for her to improve speaking skill. In contrast, student
reported that he liked practicing speaking through game-activities. He thought that being fluent
and independent was more significant. If he could not speak out the exact word, paraphrase
could be an alternative way to express himself. As far as he was concerned, game-activities were
fun and challenging, and he could find differences among each speaker. According to
observation, even though various CSs were used by students, it could not be denied that body
language was used much more than the other CSs. The second and third highest used strategies
were hesitation and paraphrasing.

23
Findings of this study indicated that students and teachers believed that hesitation was a
natural and ordinary tool to show that someone was thinking. All teachers and students except
one teacher would like to teach and learn hesitation device as a communication strategy while
they were thinking. Nevertheless, from the students’ interview, hesitation device was not taught
as an assisting strategy. One student learned in media and movies, while one teacher taught it as
a formal strategy and explained how to use it directly. In addition, teachers’ teaching experience
gave an influence on students’ fluency. Experienced teachers more focused on vocabulary
learning and fluency during a communication activity. One student also referred that using
paraphrasing as a method learning vocabulary promoted both of vocabulary skill and fluency.
Hooshyar, Yousefi, and Lim (2018) presented a program content generation framework
that was designed to generate educational game content from the perspective of designers and
users. A Tested web-based adaptive Language Learning Game, Data-driven language learning
game (DLL game), was administered in this study. Cultivating beginning level children’s reading
skills through alphabet and phonology games was the goal of the game. To advance children’s
alphabet knowledge, DLL game formed students’ awareness of lowercase and uppercase letter
shapes and their pronunciation. DLL game played a role as the supplement for the class instead
of the substitute of school.
The researcher carried out an empirical experiment in three elementary schools in an
urban area of South Korea. 102 aged from five to six years old preschool students (33 female, 69
male) from fourteen classes participated in the research. Two phases for each participant were
involved in the study. In phase 1 of the experiment, participants of both groups were asked to
play a series of pre-generated games. The performance of participants was recorded and their
current statuses were assessed by means of an ordinary player model. In phase 2, an introduced
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game content framework was customized in terms of the proficiency of individual player. In
order to compare, the researcher created an uncustomized game content in an arbitrary level for
the second group.
According to the result of phase 1, the researcher divided the participants into five
subsets, each subset sharing similar proficiency. Comparing between the customized group and
uncustomized group, the former performed better in phase 2 than the latter. Moreover, the
students who were in a lower level made greater progress than those were in a higher level. In
this article, it noted that the PCG (Proposed Customized Game) framework which sought to
provide students individual learning plan had a significant impact on children’s language
learning.
By reading the above literature, I found out that educational games do have a positive
influence on language teaching and learning. Playing games always requires students using
multiple language skills at the same time, which forces students to improve their integrated
language skills as soon as possible so that they can proceed the game. Usually, playing games
needs to discuss with and cooperate with others, which improves their cooperation ability,
meanwhile, their problem-solving ability is also enhanced. It cannot be denied that in games,
students possess the dominant of the class where they have more autonomy, while teachers act
more likely as facilitators. Thus, students’ awareness of self-regulation is aroused, and they know
what they already know and what they still lack so that they will have their own plan to follow
up. Besides, authentic scenarios and fun motivate students to be more willing to learn. Through
games, students can learn CSs that are the practical strategies when they have difficulty
expressing themselves. Finally, the customized framework of the game will be more effective
than the uncustomized ones.
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The Impact of Game Using on the Classroom Management
Classroom management is one of the main problems of teachers in their class. The
following literature state the efforts game can make for classroom discipline. These study
discussed this topic by comparing different countries’ teachers’ classroom discipline strategies
and investigating whether integrating games into classes will benefit classroom management.
In Romi, Lewis, and Roache’s (2013) paper, it performed the extent to which recently
reported the relationship between classroom management skills and Australian teacher coping
styles in the environment of two other countries: China and Israel. 772 teachers in Australia,
China and Israel were asked to complete the questionnaire. The questions in the questionnaire
comprise of that how often they applied the six classroom management techniques (hinting,
discussion, recognition and reward, punishment, involvement, and aggression) and how
frequently they implemented a range of coping strategies.
In the finds, effective classroom management could have a major impact on student
achievement and values. Pre-service teachers believed that “mastering” was the main indicator of
effective management. Furthermore, the usage of coping strategies in different countries was
different. Teachers in China used more wishing and praying methods than those in Israel and
Australia. The results of the study stated that teachers in Israel were more often worried about
the pressures associated with classroom management. However, this concern was accompanied
by a more active search for professional help, so it may be a motivation rather than a weakness.
Worrying may enhance a productive response since worrying was usually used with hinting in
the classroom. However, it had to be mentioned that worrying also was accompanied by the
using of aggression. Thus, this indicated that worrying only had limited ability to create a
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productive classroom environment. Like in Australia, effective management techniques,
Discussion, Recognition and reward, Involvement, and Hinting, were commonly associated with
Social Problem Solving strategies. On the contrary, the data from Chinese teachers suggested
that the main relationships existed in the Chinese classroom were between aggression and
punishment. There were hardly relationships between productive management techniques and
the coping strategies related to Social Problem Solving.
Carlson, Harris, and Harris (2017) applied a coin-based game classroom management
system into two programming undergraduate classroom in a private university of America. The
total of 104 students (72 males and 32 females) participated in the project and completed the
questionnaire. In the coin-based game, coins was a form of classroom currency that students
could earn and spend. Students earned the coins for certain behaviors that exceeded normal
behaviors and were able to use the coins for extended content such as homework or home exam
expiration dates.
The results showed that the coin-based game system brought a positive classroom
discipline outcome. Students considered this system to be fun, to provide motivation, to help
with performance and control, although it was related to increased participation, but different
from other structures. An open question was also used in the questionnaire to collect general
feedback from students on the coin reward system. Most of students hold the positive attitude to
the usage of the coin-based game for the classroom management and assignment management
and hoped other classes could be introduced this system, too. It motivated students to do better
and work harder for their assignments. Additionally, a number of students said that the game
helped them pay more attention to how to do their assignments better rather than focus on the
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deadline of the assignment. Many students expressed that the game let them be more engaged in
their class and learning.
Then the authors talked about the limitations of the game and study. A few students
noticed that they preferred to learn about the prize options and fees they could buy with coins in
order to plan their semester in advance in terms of the limit of the game. The limit of the study
was that there was no control group to be compared against.
The result showed that students also had an admissive attitude to the game, considering it
was a fair way of asking help when it was necessary. From the view of the instructor, students
liked the game system and performed better in the classroom. In addition, complaints and
bargaining were less than traditional classroom management systems. The downsides of this
system are at the following. First, there was considerable time investment in developing and
building systems. Second, after the system was established, the management system would have
time to commit. Finally, although this seems to be beneficial to students, it required teachers to
manage more complex information, which would become more difficult as the class size
increased.
Floress, Rock, and Hailemariam (2017) designed an experiment that was used to evaluate
the impact of Caterpillar games, a classroom management system developed by the authors, on
the destructive behavior of first-grade classrooms in general education. In the experiment, crossset multi-baseline design for assessing student disruptive behavior and teacher praise changes. In
other words, the researchers focused on checking the role of Caterpillar Game in reducing
student disruptive behavior and improving teacher praise. The Caterpillar Game needs teachers
to give at least three BSPs (Behavior-Specific Praise) per ten minutes. A praise standard ensures
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teachers are aware of adaptability and appropriate student behavior and ensures that interventions
are properly implemented.
The participants of the study were a Caucasian female novel general education teacher
who was interested in the creative classroom management techniques and twenty-one first-grade
students (9 females and 12 males) in Northern Illinois. Among them, four students were learning
English; one student received the special education; one was being examined for special
education. Teachers were trained in the classroom after school. During the normal class time, the
implementation of the caterpillar game, the observation of the student's bad behaviors, and the
praise of the teacher were carried out in the classroom. The classroom setting was changed at
that time, diverse small tables, a whiteboard, and a carpet area being set up in the classroom.
Each student had a table and a chair. While during the carpet time, they would be gathered on the
carpet and listened to the teacher reading books or did their presentations in front of the class.
During the period of investigation, the teacher used the reward card as well as a visual
chart depicted as a caterpillar with seven body segments and a head, and a butterfly token to
administer the Caterpillar Game. On the side, the teacher’s satisfaction was utilized to evaluate
his/her acceptability of the game and satisfaction to the researchers. Another material for the
study was observation form that had both students’ and teacher’s versions. Student observation
form used a 10-second partial interval record to measure student disruptive behavior for a total of
10 observation minutes. The teacher observation form developed by the researchers to assess
whether teachers’ use of praise increased after the implementation of Caterpillar games. The data
from these two observation forms were collected at the same time.
The finding of the study revealed that the Caterpillar Game provided the instant and
constant effect on students’ classroom behavior improvement. When teacher applied the
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Caterpillar Game, students’ disruptive behavior was decreased apparently meanwhile teacher’s
praise increased with it. The teacher reported that she would be willing to use it in her classroom
due to its useful, effectiveness, and worthwhile traits.
There still were some limitations to this study. First of all, the study did not eliminate the
possible bias or observer-expectancy effect. Second, the researcher only chose three students as
the sample to observe, which might be not able to represent all students’ disruptive behavior.
Third, the two-week Winter Break took place after the six observations. The data collected after
the Winter Break could be inaccurate since after the break, students’ status of the disruptive
behavior perhaps changed. Finally, the teacher’s attitude and characteristic can influence the
result since the teacher in this study was an inexperienced teacher who had trouble in managing
the classroom and was engaged in introducing the new classroom discipline techniques. Her
feedback possibly would influence the result of the study.
Recently, Hopman et al. (2018) tried to examine the effect of GBG (behavioral
management game) on secondary school teachers working with students who had emotional and
behavioral problems. 147 teachers whose mean age is 38.4 years old, working in fifteen special
secondary schoosl with emotional and behavioral problems, participated in the study. The
teachers were divided into two groups, the experimental group and the control group. The whole
period endured the whole school year.
GBG is a classroom-based behavioral management program which imparts behavior
correction skills to teachers, is involved with positive interactions and praise and lets teachers
use positive methods and rules to manage the classroom. In this study, Hopman et al. used GBG
after pretest assessment.
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The researchers implied self-report questionnaires that were used widely and proven to be
valid and reliable to investigate the teachers’ burnout symptoms and levels of self-efficacy. Then,
researchers observed teachers’ behaviors according to the categories that were pre-established by
trained research assistants. According to the result, teachers in the experimental group had higher
levels of scores in terms of depersonalization symptoms in pretest than those in the control group.
The report showed that teachers in the control group had higher emotional exhaustion than those
in the experimental group. Teachers in the experimental group also benefited from GBG in
changing their efficacy compared to the pretest. However, there was no evidence showing that
GBG had an impact on teaching behaviors.
The study found that GBG had more effect on teachers’ burnout symptom than emotional
exhaustion symptoms. However, it has to be noted that even if GBG only had little impact on
teachers’ exhaustion symptoms, it still brought a positive influence on the classroom
environment and even social environment. Possibly due to the time of GBG conducted, the other
components of burnout symptoms, depersonalization and the reduced sense of personal
accomplishment, were not affected. Besides, the study revealed that self-efficacy changing
affected students’ behavior in the class. Improving teachers’ self-efficacy could contribute to
higher effective teaching strategies, students’ engagement and on-task behavior promotion, and
classroom discipline. Last, the researchers did not find the impact of usage of praise or
reprimands in the class, which did not meet the goal of GBG that encouraged teachers to use
positive discipline method to management classroom.
In the end, the researcher found out that it was very difficult for teachers who worked
with students that had emotional and behavioral problems to reduce the usage of punishment.
Thus, additional guidance should be introduced to make teachers get used to using positive
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strategies to management classroom. Even though GBG had little effect on teaching behaviors, it
indeed had an impact on teacher’s burnout and self-efficacy symptoms, which contributed to
their occupational well-being improvement.
According to the literature, we learn that teachers in different countries use various
management techniques and they stress different strategies. Game classroom management
system can bring fun, engagement, and motivation to students so that they can do better in their
study. Games make students improve their behavior and keep it for a long time. Also, teachers’
satisfaction increases and anxiety decreases simultaneously.
Summary
The themes in this literature review explore educational games’ influence on students’
learning attitude, learning efficiency, and teachers’ classroom discipline. It first examined how
students perceive the usage of the game in the class. Most of the study states that students have
positive attitudes towards game using in the class even though few of them still like the
traditional classroom setting. Games make them have fun, interest, and motivation to be engaged
in the class. Comparing to the traditional classroom, students have more rights and dominance to
decide their own learning plan. During playing games, students usually do not realize they are
learning. In this case, students’ threaten is lowered, and they are not afraid of failing and losing
face. Moreover, their social ability and problem-solving ability are improved due to playing
games, which the traditional quiz cannot accomplish.
The second theme discussed in the literature review looked at the role of the game on
students’ language skill learning. In general, the researchers argue that games have a positive
influence on language teaching and learning. Playing games forces students to use multiple
language skills and their integrated language skills, which is an effective way for students to
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improve their language in a short time. Students dominant their learning process while they
playing games, thus, students’ awareness of self-regulation is aroused. They have their own
awareness of what are their strengths and weaknesses and then make their own learning plan.
Besides, authentic scenarios and amusement in games motivate students to be more willing to
learn. Through games, students can learn CSs that are the practical strategies when they have
difficulty expressing themselves. Finally, the Hooshyar, Yousefi, and Lim (2018) reported that a
customized framework of the game will be more effective than the uncustomized ones.
The last theme focused on the effects of the game as a classroom management tool. The
studies in the theme found out that game classroom management system could bring fun,
engagement, and motivation to students so that they could do better in their study and focus on
their study. Students’ disruptive behavior was reduced by using game classroom management
technique. Besides, teachers’ satisfaction increased simultaneously during the process. In this
theme, Romi, Lewis, and Roache’s (2013) also noticed that teachers in different countries used
various management techniques and they stressed different strategies.
The game is a practical tool for teachers to easily implement in their classroom. The
current literature has investigated the role of game as a classroom tool for influencing students’
learning, however, there still is not enough study about the game using in the class. Hence, the
more studies should be conducted to investigate the impact of the game on education for further
aspects.
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CHAPTER III
THE PROJECT AND ITS DEVELOPMENT
Brief Description of the Project
This project is an instruction for Chinese high school English teacher using games to
teach English. According to my own study experience in high school, English classes are always
boring. The teacher used traditional teaching techniques, usually, grammar-translation,
homework, and tests were the main methods to evaluate students’ language proficiency. Students
always felt bored and could not pay the whole attention to the class, which made teacher hard to
manage the classroom discipline. This project is influenced by Krashe’s (1982) Affective Filter
Hypothesis. Therefore, this project hopes to help secondary school students increase their interest
and motivation of learning English, be more engaged in the English and study in a relaxing and
happy learning environment. Moreover, this project can help teachers manage their classroom
more efficiently through games.
In terms of language skills, this project contains five parts: Vocabulary Activities,
Listening Activities, Reading Activities, Speaking Activities, and Writing Activities. Each part is
involved with 4 to 5 activities. Most of the games are the cooperative activities, which students
need to set up groups to complete the game. In vocabulary games, students need to apply their
eyes, mouth, ears, and memory to remember the shape, spelling, and pronunciation of the
vocabulary. Some of the games use pictures to help students memorize and some of them require
students to work with their peers. In the listening part, the games aim to practice students’
abilities to gain general meaning, specific information, and details of the speech. Thus, in the
games, students are asked to guess the stuff that teachers describe, compare the differences
between the two passages and so on. The part of reading activities wants to improve students’
ability to receive the main idea of the articles, so it uses multiple activities to ask students to
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retell the articles generally. Speaking part implies videos and pictures to ask students to describe.
Some of them need other students to listen so that they can be aware of their weakness and
sometimes it is a group work so that students can help each other. In the reading part, there are
both group work and individual work. Debate competition can be constructed to help students
write the conceptions in argumentative essays. Pictures can be applied to help students write the
procedure of a thing. Observing one person’s life and describing it can practice students’
interpretation ability. A brief overview of the activities is listed in the below.

How many
things you
Vocabulary
can think
of?

Who can be
the boss?

Call me maybe

Dictionary
Game

Fly Swatter

Listening

Guess
What

Yes/No
Forbidden

Compare and
Find the
differences

Noise
Disturbance

/

Reading

Listen and
Read with
No Voice

Reciprocal
Reading

Run-on
Sentence

Role Play

Being an Exam
Maker

Speaking

M&M

Guess what it
the ‘thief’
doing?

Movie Talk

Memory
Game

Who is the
‘undercover’?

Writing

Pros &
Cons

Picture
Writing

Guess what is
the picture I am
describing?

Shadow
someone for a
day

/

Development of the Project
English subject was one of the most important subjects at the period of my high school
life. At that time, grammar translation was the most dominant method my English teacher used.
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For us, the cycle of learning English was memorizing the Chinese translation of the vocabulary,
reading articles, translating articles, analyzing the grammar in the articles and doing paper
exercises. When we were in 12th grade, the main goal of our study is to pass the National
College Entrance Examination(NCEE) which is a Chinese national official test system designed
for selecting regular qualified high school graduates and the testers who have the equal learning
ability for the colleges, rather than learn a foreign language as a skill. The teacher-oriented class,
a mountain of homework increased my boredom of the class. Same as me, many of my
classmates could not sustain their attention to the teacher’s talking, thus, they often missed the
knowledge the teacher taught and couldn’t answer the posed questions, even some of them did
things are not relevant to the class, such as reading magazines, playing phones, reading novels.
Students’ engagement of the class should be a problem in my high school English class. On the
other hand, from the teacher’s point of view, students not listening to her carefully made her
much headache. She always was mad at the distracted students, punished them or yelled to the
class because of students’ unresentful attitudes and behaviors. Right Now, I am volunteering in a
Chinese Language Teaching Center as a teacher assistant. In that class, the teacher uses games to
teach students whose age range from 6-15 years old. I found that no matter how old the students
were, they became alive and devoted when they played games. During that period, students were
more likely to use Chinese while they did not realize that they were learning at that time, but
only enjoyed the game at the moment. To be honest, as an adult, I was attracted to the class, too,
feeling fun, and interested in the class. Thus, when I was thinking about how to help Chinese
secondary school English teachers and students teach and learn English, I assumed that playing
games might be a good choice.
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Then I read the literature about the integration of games in the class in terms of students’
learning efficiency and teachers’ management efficiency. I found that a number of researches
verified that using games in teaching and learning benefits both teachers and learners. Games
help students lower their affective filter and feel free while learning, improve their interest and
motivation, increase their autonomy of learning, and help them learn English as integrated
language skill. For teachers, games facilitate them to enrich the class forms, increase the fun of
their class and manage the classroom more easily. After that, I began searching the materials that
I can use in my project.
Below is the timetable for the development of the field project:

Chapter

Description of the stages of the
development of the project

Date of
accomplishment

Chapter I Introduction

Statement of the Problem
Purpose of the Project
Theoretical Framework
Significance of the Project

Sep. 12th

Chapter II Review of the
Literature

Introduction
Review of the Literature
Significance of the Project

Oct. 3rd

Field Project

Introduction
Part 1 Vocabulary Activities
Part 2 Listening Activities
Part 3 Reading Activities
Part 4 Speaking Activities
Part 5 Writing Activities

Oct. 31st

Chapter III The Project and its
Development

Description of the Project
Development of the Project

Nov. 7th

Chapter IV Conclusions and
Recommendations

Conclusions
Recommendations

Nov. 14th

The Project
The project in its entirety can be found in the appendix.
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CHAPTER IV
CONCLUSIONS AND RECOMMENDATIONS

Conclusions
According to the study life in my high school, I felt boring and less interested in learning
English because of the simple and dull teaching methods used. Memorizing the Chinese
translation of the vocabulary, reading articles, translating articles, analyzing the grammar in the
articles and doing paper exercises were the whole thing that we did in our English class. The
main goal of our study was to pass the National College Entrance Examination(NCEE) which is
a Chinese national official test system designed for selecting regular qualified high school
graduates and the testers who have the equal learning ability for the colleges. Boring and anxious
learning environment made my classmates and me lost the interest and motivation of learning
English and we could not keep our focus on the class. Instead, we did some more interesting
things for us at that time in the class, such as reading magazines, playing phones, etc. Students’
engagement and attention enduring should be a problem in my high school English class. On the
other hand, teachers also had trouble in keeping students’ interest of and attention on learning.
What we cannot deny that today English plays an important role in international communication
as an international language, which has been a bridge between countries' economic, culture and
trade. It is also necessary for China to build the policy for enhancing the level of English
proficiency and capability (Sun, et al., 2017). NCEE is an assessment to test students’ language
proficiency, however, it cannot be the method to learn English. Right Now, I am volunteering in
a Chinese Language Teaching Center as a teacher assistant. In that class, the teacher uses games
to teach students whose age range from 6-15 years old. I found that no matter how old the
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students were, they became alive and devoted when they played games. During that period,
students were more likely to use Chinese while they did not realize that they were learning at that
time, but only enjoyed the game at the moment. When I was thinking about how to help Chinese
secondary school English teachers and students teach and learn English, I assumed that playing
games might be a good choice. Thus, I decided to create a curriculum which is influenced by
Krashe’s (1982) Theories of Second Language Acquisition, for high school English teachers in
China to use games to teach English language skills to address are the problems of students’
class engagement and classroom discipline. The main audience for the curriculum is English
language teachers (ELTs) working with high school students in China.
In a traditional classroom, students feel passive, low motivated, and low engaged
(Anyaegbu, Ting, & Li, 2012). However, games bring enjoyment and amusement to the
classroom, which increases students’ interest and motivation to learn English. Research of
Mongillo (2008), students’ learning through games increase their interest and pique their
curiosity through games even though they do not like the subject they are learning. Teaching
English through games will stimulate students’ learning enthusiasm, promote their selfmotivation, and improve the learning efficiency.
Moreover, the traditional class that uses tests, class work, homework, and exam most
often results in boredom and lack of interest of students’ learning, which can be the course of the
discipline problem. Teaching English through games, students will become the center of the
class, on the contrary, the teacher will become the facilitator, the monitor or the judgment
(Alrayah & Hassan, 2018) in the class. In this type of classroom, students have self-drive, which
guides their attitude and interest. In order to proceed with the game, students will cooperate with
their classmates and even interact with teachers more when they are sucked by the problems
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（Anyaegbu, Ting, & Li，2012）. According to Lewis (2018), making leisure activities in the
class can also be a teacher’s coping strategy, which is called Relaxation. Students see the games
using in the classroom as fun, thinking it provides them motivation and increases their
participation in the class (Carlson, Harris & Harris, 2017). Once the learning autonomy of
students is improved, the classroom management would not be the problem for teachers.
Comparing to the traditional classroom management strategies in China, games sustain students’
attention, illuminate their enthusiasm of learning and boost learning efficiency.
The literature review in this project emphasized the significance of using the game in the
ESL classroom by three aspects: 1. Students’ attitudes towards using games in the classroom; 2.
The role of games on language learning; 3. The impact of the game using on the classroom
management. It first examined how students perceived the usage of the game in the class. Most
of the study states that students have positive attitudes towards game using in the class even
though few of them still like the traditional classroom setting. Games make them have fun,
interest, and motivation to be engaged in the class. Comparing to the traditional classroom,
students have more rights and dominance to decide their own learning plan. During playing
games, students usually do not realize they are learning. In this case, students’ threaten is
lowered and they are not afraid of being failed and losing face. Moreover, their social ability and
problem-solving ability are improved due to playing games, which the traditional quiz cannot
accomplish. The second theme discussed in the literature review looks at the role of the game on
students’ language skill learning. In general, the researchers argue that games have a positive
influence on language teaching and learning. Playing games forces students using multiple
language skills and their integrated language skills, which is an effective way for students to
improve their language in a short time. Students dominant their learning process while they

40
playing games, thus, students’ awareness of self-regulation is aroused. They have their own
awareness of what are their strengths and weaknesses and then make their own learning plan.
Besides, authentic scenarios and fun in games motivate students to be more willing to learn.
Through games, students can learn CSs that are the practical strategies when they have difficulty
expressing themselves. Finally, the Hooshyar, Yousefi, and Lim (2018) report that a customized
framework of the game will be more effective than the uncustomized ones. The last theme
focuses on the effects of the game as a classroom management tool. The studies in the theme find
out that game classroom management system can bring fun, engagement, and motivation to
students so that they can do better in their study and focus on their study. Students’ disruptive
behavior is reduced by using game classroom management technique. Besides, teachers’
satisfaction increases simultaneously during the process. In this theme, Romi, Lewis, and
Roache’s (2013) also notice that teachers in different countries use various management
techniques and they stress different strategies.
In terms of language skills, this project contains five parts: Vocabulary Activities,
Listening Activities, Reading Activities, Speaking Activities, and Writing Activities. Each part is
involved with 4 to 5 activities and most of the games are the cooperative activities and integrated
language skill improvement activities. In vocabulary games, students need to apply their eyes,
mouth, ears, and memory to remember the shape, spelling, and pronunciation of the vocabulary.
Some of the games use pictures to help students memorize and some of them require students to
work with their peers. In the listening part and reading part, the games aim to practice students’
abilities to gain general meaning, specific information, and details of the speech. Speaking part
implies videos and pictures to ask students to describe. Some of them need other students to
listen so that they can be aware of their weakness and sometimes it is a group work so that
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students can help each other. In the reading part, there are both group work and individual work,
involving with the narration and argumentative essays.
However, this project also has limitations. The first limitation is that teachers are required
to have basic knowledge of using these instruments and computer skills because some games in
this project need to be facilitated by computers, the Internet, projector. The second limitation is
that integrating games in the classroom may benefit the students who are more outgoing,
however, the students who are shy may need more time to be engaged in the game. The third
limitation is that the games used in the class may not fit in the all students’ language levels. Thus,
teachers should allocate teams reasonably, students at different levels allocated evenly in each
team, while students are doing cooperative activities. So that no student will think they are
outside of the class or the class is unnecessary.

Recommendations
This project aimed to provide a way for Chinese secondary school ESL instructors to
color their class, enrich their class forms, and add their classes’ amusement and remind them
students’ interest and motivation are important factors to influence their learning efficiency. It is
targeted at the high school students in China who get tired of the traditional teaching techniques
and are hard to acquire knowledge through the old methods. It seems like that it would be a little
hard for instructors to integrate games in the class since students have not gotten used to it,
however, once students adapt to it and cooperate with the teacher very well, it would be a very
highly efficient and relaxing way to manage class and learning process.
There are four recommendations being offered to teachers before applied the activities in
the project. First, some of the activities require to use digital resources. Thus, teachers should
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ensure that they have the ability to apply the activities and that the equipment is ready to be used
without any malfunction, such as internet connection, computer not broken, audio on, video
matched with the program, and so on. If there are some problems with the equipment, teachers
better have an alternative plan to replace it.
The second recommendation is teachers are supposed to explain the rules of activities
clearly to students before the start, giving a demonstration would be a better choice. If students
cannot understand the game certainly, they will be confused when they play games so that the
results of activities would not be apparent and effective. Before playing games, students should
know what the rules of the game, how to play it, and the goal of the game.
It would be better if teachers can receive feedback from students after games. It can help
teachers understand if the games are suitable for students and what students’ strengths and their
weaknesses. Accordingly, teachers can develop a new and appropriate teaching plan for students.
Moreover, teachers should adapt the activities in terms of the amount of the students in the class,
the levels of students’ language proficiency, and students’ personalities. Teachers also can adapt
the amount of activity time according to their own lesson plan.
Third, there may be few students refusing to attend to the activities due to various reasons.
Teachers do not have to push them to participate in. Instead, teachers can let them observe first
and encourage them during the period. When they feel fun or get self-confidence, they will be
willing to attend automatically.
Fourth, rewards (like pencils, candy, notebooks, etc.) can be provided for students if they
show good behavior or do a good job in the class, which can motivate students to be engaged in
the game and class.
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There are some challenges when teachers use unconventional methods of teaching,
however, games are familiar with students, which they played all the time during their childhood.
It won’t be too difficult for teachers to use it in the class, but letting students be aware of that
learning is the purpose of the game rather than playing is more significant and difficult. In the
future, it is more likely that there will be more projects like this project integrating games in
English teaching, which brings fun and lower anxiety learning environment to students.
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APPENDIX
Using Games to Teach English in Chinese High School Classroom

1

Using Games to Teach English in Chinese High
School Classrooms
A curriculum guide for Chinese high school teachers teaching English
language skills through games

Wenyu Zhu

1

2

3

As we all know, in the 20th century, English plays an important role in
international communication as an international language. English is a bridge between
countries' economies, cultures, and trade. In many countries around the world,
English education has been given high priority. In China, as a country that tries to
develop with other countries and strives to develop, it is necessary to build the policy
to enhance the level of English proficiency and capability (Sun, et al., 2017). To some
extent, the greatest booster of learn-English movement was that the government
reformed the education policy to maintain English as a main subject in the NCEE
(Sun, et al., 2017). Undoubtedly, English education is paid much attention among
high schools all over the country in order to enhance their rate of admission of
universities. Chinese high school education can be seen as a test-oriented education,
the center of the entire high school education is how to prepare students to pass the
NCEE. Teachers use the grammar-translation method to teach English and students
struggle with a mountain of dumbfounding excises. According to research by Joong
and Yee (2012), current Chinese secondary school teachers still dominate most
classrooms and class work. Homework and tests are still the most popular method to
evaluate students’ proficiency. The research also argues that multiple reasons,
including the Internet and computer games, effective activity-based learning and
group work strategies, and single-child policy with six parents/grandparents for a
child, bring about low student motivation and discipline problems. New modes of
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teaching and creating a new transitioning situation are required for improving the
current classroom discipline situation (Joong & Yee, 2012).
Thus, the main purpose of this project is to create a curriculum for high school
English teachers in China to use games to teach English language skills. The main
audience for the curriculum is English language teachers (ELTs) working with high
school students in China. As I mentioned above, the issues this project is trying to
address are the problems of students’ class engagement and classroom discipline. The
content of this guide according to the language skills was divided into five
components: Vocabulary Activities, Listening Activities, Reading Activities,
Speaking Activities, and Writing Activities. The goal of this guide is to help Chinese
high school English educators enrich their class forms, increase the fun in their class
and enhance their students’ motivation of study.
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Goals: Improve students’ vocabulary skills,
remembering the meaning, spelling correctly,
pronouncing accurately and applying rightly.

6

1. The teacher divides students into equal groups.
2. The teacher posts the questions on the board.
e.g. How many countries you can think of?
How many things are bigger than you?
How many things are rectangular?
How many things are long and thin?
How many things can make noise?
How many things can be used in rainy days?
3. Each group brainstorms the lists of vocabulary
about the questions.
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1. Ask some students to go to the front of the
classroom and divide them into two groups.
2. Members in group A need to ask each other a
question. Then they line up in order according
to the answers they get from their members.
e.g. What is the initial letter of your last name.
What is your student number?
How much cash is in your wallet right now?
How many kinds of stationary do you have in
your pencil case?
3. After lining up, group B members should ask
the question to each group A member to assure
the sequence is right, while the rest of the class
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need to listen to the answer carefully to check
if the order is correct.
4. The No.1 student is the boss in the game.
He/she will have the right to decide who can
play the game next.

9

1. Distribute eight-digit phone numbers to every
student in the classroom. At the same time, the
teacher has all of the numbers in hand.
2. Everyone needs to remember their numbers.
3. The class will be divided into two groups.
4. Students should find a partner in the other group
and exchange numbers.
5. Then, students need to remember their partner’s
numbers.
6. After exchanging the number, teacher will read
the number. Then see who can recognize the
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number first.
7. If the number’s owners recognize it first, their
group can get one point. Otherwise, the opposite
group will get score if they recognize first.
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1. Divide the class into several groups.
2. The first student closes his/her eyes to randomly
point a word in the dictionary.
3. The student reads the meaning of the word in the
dictionary.
4. The other students guesse what the original word
is.
5. The student who gives the right answer fastest can
point the next word with closed eyes.
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1. The teachers can write all of the words on the
board (or use the pictures related to the words).
2. Ask two students come to the front of the board.
3. The two student has a fly swatter in their hands.
4. Teachers read the word.
5. See who shoots the ‘fly’ faster.
6. Appoint a student as the judge to count who gets
more points.
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Goals: Improve students’ listening skills,
receiving
gist,
specific
information,
attitudes and extensive information from
listening.

14

1. The teachers need to describe the word in 5
sentences.
2. Each sentence is a chance for students to guess.
3. If students cannot give the correct answer in 5
sentences, which means 5 chances, they fail the
round of the game.
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1. The teachers give a specific topic for students to
ask questions.
2. A student needs to come to the stage to answer
classmates’ five questions.
3. The student on the stage is not allowed to answer
questions by Yes/No. Otherwise, he/she will lose
the game.
4. The rest of the students should try to ask Yes/No
question to let the student make mistakes.
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1. Give students an adapted reading material.
2. Let them listen to a listening material which is the
original version of the reading material.
3. While listening, students should mark the
differences between the reading material and the
listening material.
e.g. Listening material
The yellow-vest protest began when rising world oil prices,
combined with an increase this year of 7.6 cents per litre in
taxes on diesel, pushed prices at the pump up to record highs.
Commuters in France’s big cities are well served by good metro
systems and bus routes; but elsewhere, many people drive long
distances to get to work. The government says that the higher
tax rate, together with an increase of another 6.5 cents a litre
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planned for early next year, is designed over time to align diesel
and petrol prices as part of an effort to reduce diesel
consumption and thereby curb pollution. “I’d prefer to tax fuel
than work,” Mr. Macron explained. “Those who complain about
higher fuel prices also demand action against air pollution
because their children get sick.”

Reading material
The yellow-vest protest emerged when growing world oil prices,
combined with an increase this year of 7.6 cents per litre in taxes
on diesel, pushed prices at the pump up to record highs.
Commuters in France’s major cities are well served by welldeveloped metro systems and bus routes; but elsewhere, many
people drive long distances to get to work. The government
claims that an evaluated tax rate, together with an increase of
another 6.5 cents a litre planned for early next year, is designed
over time to regulate diesel and petrol prices as part of an effort
to minimize diesel consumption and thereby curb pollution. “I’d
prefer to tax fuel than work,” Mr. Macron explained. “Those who
complain about higher fuel prices also demand action against air
pollution because their children get sick.”
[Source from The Economics]
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1. Divide the class into two groups. One does the
exercises and the other one makes disturbing
sound.
2. The teachers ask some questions before the game
starting and require Group A to listens carefully to
find the answer in the listening.
3. When Group A listen, Group B should make noise
to bother Group A.
4. After listening, if Group A can answer all the
questions, Group B fails the challenge, vice versa.
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5. Then the two groups exchange the position.

In order to avoid the disturbing group to make
too loud sound, teachers can download the APP that
can examine the volume. Moreover, the volume
criterion can be set by teachers.
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Goals: Improve students’ reading skills and
help students focus on reading process and the
gist of the articles, and integrate reading
strategies while reading.
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1. The teachers pose some questions about the article
first.
2. The teachers read the article, meanwhile, students
have to read the article quietly.
3. Students should represent the content of the article
and answer teachers’ questions.
Teachers’ reading helps students understand the
stressed part in the article and the structure of the
article. Besides, listening while reading makes
students sustain their attention longer.
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1. Make up groups of four. students act as
Questioner and Reader, Predictor, Clarifier, and
Summarizer.
2.The teachers cut the story into several pieces.
3. The reader reads the first part of the story and
then asks a question about the paragraph.
4. The predictor predicts how the story will develop.
5. The clarifier answers the question posed by the
reader.
6. The summarizer summarizes the paragraph.
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7. After each round of discussion, the teachers can
check if students’ answers are correct.
8.And so on.
The teachers can give some questions and
prediction examples for students if they have
troubles.
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1. 6-7 students make up a group.
2. The teachers cut the reading material into several
parts that are in disordered order and posted on the
wall.
3. Every time each group sends one student to read
the sentence on the wall and then the student
repeats it to the rest members. At that time, the
partners should record the sentence.
4. After recording, next student continues the game
until all the sentences are recorded.
5. During the time, the teachers need to record the
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completion time of each group.
6. The group that uses the minimum time wins.
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1. The number of the characters in the reading
material decides the number of members in each
group.
2. Each group needs to act according to the content
of the reading material on the stage.
This game can be used as the final assignment.
Students can choose one of the reading materials
they have learnt to perform.
Also, this game can be used in the middle of
the course, helping teachers check if students have
understood the reading. Then teachers can provide
more facilitation.
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1. Ask students read the reading material first, then
let them create five questions for it.
2. The teachers pick ten questions among them and
let the students to find the answer.
3. Finally, the teachers show the questions in the
original test and compare them to students’.
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Goals: Improve students’ speaking skills,
which concludes fluency, accuracy, and
pronunciation.
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1. Send each student five M&M before the class.
2. The teachers post the questions on the board.
3. In the beginning of the class, students pick one
M&M from one of their classmates nearby.
4. Students ask related questions that the colors
match to M&M.
5. When students finish one conversation, they can
change the partner.
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e.g.

When a student picks the red color M&M, she/he
should answer the question about ‘What did you do
yesterday’. Then her/his partner picks a M&M
from her. If the partner picks the blue M&M,
she/he needs to answer the question, ‘What’s your
hobby’.
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1. Let one student be the ‘thief’ and do some actions
to make noise.
2. All of the class should close the eyes.
3. When the ‘thief’ makes the noise, the teacher
needs to ask the class, ‘Guess what is the thief
doing?’. Then the rest of the class answer the
question.
This game also can be used for practicing
Simple Past Tense and Past Progressive Tense.
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1. Show students the movie or a short video.
2. After watching the video for the first time, the
teachers ask students what did they see in the
video. At this time, students do not need to answer.
3. After the second play, students should discuss
what they saw in the video with each other.
4. Students try their best to describe the video they
watched by using the whole sentence.
5. The teachers show the screen shots of the video
and ask students to describe the pictures to their
partners.
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6. Each group shows their product to the class. Then
teachers give the example to the class.
e.g.
https://www.youtube.com/watch?v=Wj-cc6ya7GM
[Souce from Youtube]

Unlike most cats, BoBo enjoys being cleaned by a
vacuum cleaner.
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He doesn't mind the vacuum cleaner on any part of
his body.

Vacuuming his head is no problem either.

In fact, it looks as if he quite enjoys it.
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We make sure to clean every part of him, including
the bottoms of his feet.

It looks as his he is getting a massage from the
vacuum cleaner.
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1. Divide the class into two or three groups.
2. Show students one picture for five seconds every
time.
3. Close the picture and ask students a question
related to the picture.
4. Students race to be the first to answer
5. The first group that provides the correct answer
can get one score.
Teachers can set different-points questions and
pictures to increase the degree of difficulty of the
game.
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e.g.

[Source from Google]

What is the festival in the picture do you think?
How many dishes on the table?
Can you tell at least five dishes on the table?
What is the color of the smaller tablecloth?
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1. Set up teams of four to six people.
2. Every student receives a picture. Every student
has the same picture except one student. Students
don’t know what else students’ pictures are.
3. Students take turns to describe their own pictures.
4. During the period, students need to figure out who
takes the different picture. When every round ends,
they need to point out the suspect until they find
him/her. At the same time, the ‘undercover’
should try to find out he/she is the ‘undercover’
and what the others’ picture is and disturb them.
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Goals: Improve students’ writing skills through
three aspects, accuracy, communication, and
creativity.
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1. The teachers assign a topic and divide the class
into two teams: the affirmative and the negative.
2. Two teams are given 15 minutes to think about the
pros and cons.
3. Then debate with each other. Each team can have
the representatives and recorders.
4. Finally, students need to use the pros and cons
they discussed in the class to accomplish an essay
individually.
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Providing students pictures in sequence. Ask them
write an essay according to the pictures.
e.g.
According to the picture, writing an essay.

Step1.
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Step2.

Step3.

Step4.
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Step5.

Step6.
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Step7.

Step8.

Step9.

Step10.
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1. Ask students to find two similar pictures and
choose one of them to describe.
2. Present the pictures and read his/her article to the
whole class. Let the classmates guess which
picture he/she is writing about.
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Ask students to follow a person outside the school
and record his/her daily life. Then write an essay
about it.

